INTRODUCTION
Set in the heart of Leicester's Cultural Quarter, Phoenix is an independent cinema, digital arts centre and cafe bar. A charitable organisation, Phoenix aims to bring inspirational film and art to all and curates a digital art programme including exhibitions, talks and events taking place in the Cube gallery, across Phoenix and beyond. Phoenix is committed to providing high quality digital arts experiences for all and to establish and evaluate audience experiences of its Digital Arts Programme, a research project was run in partnership with the Institute of Creative Technologies at De Montfort University, Leicester. The research was an important way for Phoenix to learn more about its audiences and their experiences, and would be used to inform and develop future programming.
The main objectives of the research were to understand how audiences engage with artwork, to understand how exhibited artwork appeals to different audiences that visit the Phoenix, to identify how this knowledge might affect the Phoenix Digital Art Programme, to develop an audience for Digital Artwork, to explore the perception of the main Cube gallery for each exhibition, and spaces (physical and online) that are connected to it, to develop artists' awareness of the audience and exhibition context and to support funding applications based on this knowledge.
METHODOLOGY
A methodology was devised that would obtain indepth feedback from exhibition visitors. The first stage was to work with the Phoenix to establish what they wanted to find out from the visitors to exhibitions in the digital arts gallery space The Cube, before working these ideas into understandable, open questions that the participants would be asked. Following this, research assistants were trained over a number of days to familiarise themselves with the questions and the practicalities of supporting participants through the interview process including both technical and interpersonal skills. Participants would visit the exhibitions and take part in the evaluation through a one-to-one discussion with the researchers. Finally the interviews would be transcribed and analysed through a thematic analysis.
Participants were required to take part in 4 different types of information gathering:
(i) Profile Information and Agreement Each participant was asked to complete and sign a participant agreement form. This outlined the research project, established demographic information and the level of experience within the digital arts field. Ethical approval was obtained from De Montfort University.
(ii) Semi-structured Interview This involved participants discussing their interactions with the researcher. Questions aimed to draw out information about the quality of experience and diversity of the audience. To obtain the best quality response from the participant, open questions were developed that would ask the respondent to think and reflect, giving opinions and feelings. This approach handed control of the conversation to the respondent whilst enabling the researcher to steer the participant's focus.
(iii) Video-Cued Recall This involved participants being filmed engaging with the work and then discussing their interactions with the researcher whilst watching the film.
(iv) Survey A survey-type questionnaire was provided at the very end of the session, to find out what the participants thought of the whole experience of being videoed and interviewed. It was also used to collect any general thoughts about the exhibition as a whole.
THE EVALUATION PROCESS
Participants were invited to take part in the research through the Phoenix's website and mailing lists. The Phoenix is also an independent cinema, so many visitors are filmgoers rather than frequent gallery visitors. Often, it is difficult to find audience who will commit to an in-depth evaluation process and to counter this the project devised an effective way of attracting participants. As an incentive to participate, Phoenix offered free tea, coffee and cake during the activity at the Phoenix cafe and a pair of cinema tickets to a film of choice. This generous offer meant that the project was over-subscribed for participants, with places being filled within 15 minutes of being advertised. 26 participants were chosen, on a first-come-first served basis, for each exhibition.
At the start of each evaluation session, participants were provided with a participant agreement form, providing information about the research and asking them to provide information about themselves. Participants were then asked to view the artwork in the exhibition and be video recorded while doing so before taking part in a short informal interview to establish their feelings about their whole experience of visiting the exhibition and taking part in the research. This was followed by a video-cued recall -a review of the recording with one of the researchers. The whole activity lasted no more than 1 hour. The participants questionnaire covered 5 main aspects of participant experience; The Display and Curatorial Design, The Artwork, The Experience, Expectations and Developing Practice. Subterranean (Seismic Blues) is a sound work of seismic data made audible. Several types of seismic data (earthquake, volcanic and glacial) are translated into sound, each section having "distinct characteristics which can be associated with processes involved in the seismic propagation". By making this data audible, the listener is "able to perceive subterranean movements which normally lie beyond our realm of experience… encouraging us to imagine the mechanisms producing these epic sounds." (semiconductorfilms.com).
THE EXHIBITIONS
Marina Zurkow's Mesocosm is an algorithmic animation, representing the passage of time on the moors of Northeast England. The animation develops and changes over time in response to software-driven data inputs. One hour of world time elapses in each minute of screen time, so that one year lasts 146 hours. Elements in the piece recombine perpetually and each cycle is different, as the behaviour of the characters, landscape and weather are determined by a code using a simple probability equation.
In Metrography, interactive designers Bertrand Clerc and Benedikt Groß explore how as abstracted projections of the real world maps distort our surroundings, (http://www.phoenix.org.uk/event/site-exploration/) placing the topology of London to a rationalised map designed by Harry Beck (Site Exploration, Phoenix Website). Eric Rosoman's piece is a response to the accidental release of 29,000 rubber ducks from a container ship in 1992, which resulted in a greater understanding of ocean currents. In GPS Ducks, rubber ducks were fitted with GPS trackers and released into waterways across the East Midlands, mapping a route from river to sea.
The Quarry by Charles Danby and Rob Smith explores the site of Robert Smithson's artwork Chalk Mirror Displacement. For the Phoenix exhibition the installation took the form of images and objects from the site of the quarry, including a series triangulated three part photographs, folded and internally mirrored. By scanning the mirrored QR Code with your smartphone, visitors can experience associated video works.
These two exhibitions showed a range of digital artwork, including animation, video, sound, digital prints and location-based work. None of this digital art was interactive. 
FINDINGS
The personal information provided by the participants showed that none of the participants regarded themselves as having lots of experience of digital arts work. 50% of Participants described themselves as having little experience of digital artwork and 50% described themselves as having some experience of digital artwork. Three-quarters of participants were between 40-59 years old. Many participants were surprised with the variety of digital artwork shown, especially the physicality of the Frequencies (A) and The Quarry, having expectations that digital artwork is screen-based. As Participant 1 reflected, "I expected that somebody had made something on the computer and they'd used one of the many projectors in there just to project it against the wall".
Interactivity is Assumed
Many of the visitors expected the work to be interactive and often this led to some confusion about how to engage with the artworks. 
Technology is Interesting
Christiane Paul (2008) 
I was interested in how it was working… what I was drawn to was what is going on… with the sound and the lights and the technology and the electricity, that was interesting to me because I couldn't work it out… which was a bit annoying because I wanted to know… it puzzled me…
The visitors' interest in the technology and the relationships between the technical and aesthetic elements of the exhibit enabled them to engage with the artwork on an active level.
…at first I was interested in the look of it… I was interested in my reaction to it. I liked how it looked and I could hear all this noise initially, and it was only after that that I began to separate it out into the pattern of the lights and the pattern of the noise… And I found that process quite interesting. (Participant 6)
Many of the visitors to the two exhibitions described how they were engaged by the relationship between the technical aspects of the interface and the more aesthetic concerns of the artwork. Participant 9 also questioned the artist's intention through engaging with the technological aspects of Metrography:
I was trying to work out what the artist was trying to say and whether they'd jimmied around with the map, because it wasn't how I remembered it, so obviously it was altered but I was trying to figure out how it was altered…
Wood proposes that the combination of elements often found within one digital artwork, offer viewers increased agency:
If competing elements are able to distribute a viewer's attention, they create the opportunity for choices in viewing which in turn engenders agency. Agency emerges as viewers, in addition to their acts of interpretation, orient their perceptual apparatus to decide which competing element they attend to and which they set aside. (2007, p5) According to Wood, viewers gain agency as they draw together the different elements, to interpret the whole artwork (p11).
Visitors Enjoy Constructing Meaning
Whilst the majority of visitor described themselves as having little or no experience with digital art, most enjoyed both the process and challenge of drawing meaning from the artworks. Participant 10 reflected on the overall experience: In Digital Encounters, Woods describes how viewers are made aware of "the partiality of their perception" (p11) through the competing elements of the digital artworks, developing agency as they construct personal meaning:
…time-based installations constructed around competing elements operate by distributing attention, requiring viewers or gamers to enact a choice-making process through which they can synthesise a meaning from the interplay of sounds and images, one upon which they can then build an interpretation with its own attendant agencies and identifications. (p137)
Digital Art Offers a New Experience
Whilst the majority of participants had little or no experience in digital art, many were frequent visitors to more traditional art exhibitions both at local, regional and national galleries. However, they found visiting the digital art gallery as a very different experience, describing it as much more engaging… (Participant 12). 
CONCLUSIONS
This research project has led to a number of conclusions relating to visitors' experience of and engagement with digital art work in a gallery setting. Visitors expect work to be interactive in nature, but are not disengaged when it is not. Visitors are interested in the technology and the relationship between the interface and the aesthetic content of the work. Rather than being an unconfident audience, visitors enjoy the freedom to construct their own meaning from the work. Actively synthesising different aspects of the work and combining these with personal associations, gives the visitors a high degree of agency.
The artists' intention is not really key to the visitors' experience of the work. Rather, the visitors focus on the technical infrastructure and it is through the questions this raises that they experience and understand the work. For the artist, the technological infrastructure enables them to make the work. For the audience, the technological infrastructure enables them to engage with the work. … spectatorship is no longer passive… and where sensory pleasures of spectating are sought, we must recognise the progress of technologies and their interfaces as imaginative and playful devices for engagement. (2009, p11) 
